ee aa SS... 
@® — powntoap OTHERMAGS W ContactUs _ Tell a friend 


CIVIDZATION 
THE OFFICIAL MAGAZINE S 


SFROMTHE PUBLISHERS OF PCGZINEANDMMOZINE < 
© ay 
We Sfindlout exactly what makes 


veg i 


- 
ail | #i 


Civilization V tick: Find out ore | 
\ pinside as we dissect the biggest 4 : 
. game of theiyear! - " 
«’) 

Civilization V's Lead 

Designer on hexes, 

Naval combat and 

Gandhi's love for 

nuclear weapons! 


/ \\ . 
Closelssue  PrintIssue « Searchlssue ZoomIn Zoom Out — Toggle Full Screen Next Page = 


D 
@ — vowntoap OTHER MAGS ‘® ContactUs Tella friend 


ot often does a hex-based strategy game get 
people's juices a-flowing, but when said title is 
a new Civilization, you can bet the underpant 
alastic of millions of players the world over will 
be stretched to breaking point. What other game can 
make young people care about granaries and effective 
road network management? 


J Hands-on with Civ V’s 


| = , a <P hex-cellent campaign 

| —. ) . 

lV - ~ N We grill Lead Designer 

WO ty e Jon Shafer on the game @ 
We 
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questions and more, a rigorous and extensive playtest 
has been carried out on the very latest code, while we 
also find out just what the fans are excited about and 
rummage around in the brain of Lead Designer Jon Shafer 
to see what’s been going on behind the scenes. 


R Ways to make Civ 


Finally, as the Civilization series is one of the most open even better cm) 
in terms of modding, there's a quick glance at what the = 
community should be looking forward to there. 4 ee A 1S ee 
Eniovith ; " - 1 : Wye : ee ; 
aa TWA [Mat other game . _ | Fans of the Civ series 
David Brown i \ young people c pone | tell us what they want @ 
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ll the best games make inspiring them to take a 
writing an intro paragraph look at what the big deal 


CIVIINZATION 


quite tough indeed. When __ is about Civilization. 
there's just so much 


TS history to go over, so many Well, it’s a big, big deal to a 
features to discuss and such a huge, huge number of people. 
beloved franchise to talk about. Just such a simple little thing 

PLAYTEST OF Tl ME Civilization is, it’s fair to say, as squares changing to hexes 
one of the best game series of has provoked all manner of 
: : all time. Even console kids not exchange and debate. For the 
Or how to improve your hex life... affected by its history have had uninitiated, the Civ series 
By David Brown a chance to get involved with has always been based >) 
Civilization Revolution, perhaps on a simple square grid 


Developer: Firaxis Games 
Heritage: Civilization lV, 
Link: www.civilizationS.com 
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> Playtest continued 


system, designed specifically with a 
keyboard's numeric keypad in mind. 

In Civilization V, the squares have gone 
and in their place come hexes. What 
this means is a whole world of different 
tactics and strategies that need to be 
learned, and a smoother, more realistic 
look and feel to the game world. 


Having said that, the integration of 

the hexes has been seamless. There 
might be a few people complaining that 
a really obscure strategy won't work 
any more, but we can promise you that 
you'll be pleasantly surprised by the 
change. At no point will you think the 
hexes have been a bad idea and, 
eventually, you'll wonder how you ever 
played the game without them. 


The importance and necessity of 
the change to hexes also becomes 
apparent when you find out that one of 
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the fundamental principles of the 
Civ series has been removed. In 
previous titles, there was no 
restriction on the number of units 
that could occupy one square, 
leading to what some called the 
“Stack o’ Doom”. An effectively 
constructed stack, complete with the 
right balance of defensive, offensive 
and artillery units, could rumble across 
a map, destroying anything that stood 
in its way. It was a powerful form of 
attack, but that’s all changed for Civ V, 
and it’s a change for the better. 


How Firaxis did this is simple: only one 
unit (with a handful of exceptions) can 
occupy a hex at any one time. With the 
stack system out of the way, players 
now have to organise actual lines of 
battle, thinking about the correct 
placement of certain troop types on 
the map, almost like a more 


combat-focused RTS game. 
Spearmen and infantry should 
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itself, carrying a 
base defence score, 

a health bar and even 
the ability to shoot 
enemies from range. Build 

walls or a castle and its 
defence rating rises, meaning 
it takes longer to chip away at 
its health. The unit garrisoning a 

city is almost like the icing on the 
cake, enabling a more proactive 
defence rather than being the only 
thing preventing capture. 
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go at the front, with archers and 
artillery behind, with fast-moving 
horsemen flanking. Those weaned on 
a Civ diet will find it difficult at first, 
but it leads to a more streamlined 
and realistic experience. 


What this all means Is that, once you've 
got into the position where you can 
attack a city, it’s much more like a 
siege than before, depleting its 
defences and reserves before it falls. 
The defending faction also has the 
chance to bringuup reinforcements to 
help lift the siege. The removal of the 
stack-attack means that there’s no way 
you can just bulldoze straight over a 
city in one turn, especially now only a 
handful of units can actually attack the 


This even extends to how a city is 
defended. No longer will you come 
across an Al city with 200 archers 
inside it. Now only one unit can be 
used to garrison a city, so it’s not 
about how many defenders you have. 
A city is almost like a unit in and of 
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city at any one 

time, due to the 

one-unit-per-hex 
rule. Build your 
settlement in a strategically useful 
place, set up a few forts or citadels in 
key positions and your enemies will 
find it very hard to break you down. 


This all sounds heavenly for defensive 
players, but it’s not all good news for 
them. Enter the ranged unit, the 
humble archer or the moustachioed 
musketman. In Civs gone by, these 
guys were the mainstay of any 
faction’s defensive force, but could 
be weak when pushing forward. Flip 
this around and you've got Civ V’s 
ranged units, extremely potent 
attacking forces, but only when 
sufficiently protected by sturdy 
infantry. Ranged units can now fire 
over a distance of two hexes, 
meaning you can rain death down 
upon any defender. The humble 
archer has turned from basic 
defender into the crucial cog in your 
offensive machine. Without 

them, you'll struggle to dent > 
any competent player’s 
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Each civilization has a unique ability 


The Aztecs have traditionally been a faction that attack without 
warning and, sometimes, for no real reason. Therefore, in Civ 

V they get a culture bonus every time they kill an enemy unit, 
theoretically because they've sacrificed any captives to their gods. 
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defences. They're weak, though, 
if the enemy manages to get in 
close. To stop this, you'll still need 
your trusty warriors or spearmen to 
act as a screen. 


Combat, then, is more tactical than 
ever before. It’s on a smaller scale, in 
some ways, due to the lack of stacks, 
but this is only for the better. But 
knocking the living daylights out of one 
another is only a small part of 
Civilization. You might be a peaceful 
player, preferring to win the day via 
peaceful means, avoiding the pointed 
sticks of war in favour of peace 
treaties, research pacts and 

basically just being nice to everyone. 
These elements have changed too, 

in subtler ways. 


One of the most obvious things that’s 
changed is the way you govern your 
faction’s social policies. Before, 


you had the interchangeable Civics, 
where you could chop and change 
between different bonus-giving 
ideologies depending on what your 
situation demanded. Need to finish 
some construction quickly? One quick 
turn of anarchy and you can change to 
Slavery; kill a few civilians and there, 
you've got the Hanging Gardens built. 


Civics have gone now, replaced by a 
long-term system of social policies. 
Once you've gained enough culture 
points via certain buildings — libraries, 
monuments and so on - you can 


unlock a new policy from eight different 


strands, only three of which are 
available at the beginning. At first, 
one will improve your military, one 
will give bonuses to those wishing to 
build up a small civilization and 
the third provides help to rapid 
expansionists. Over time, with 
scientific advances, new trees 
are then unlocked, with 
specific flavours to each one. 


Another change centres around 
religion, as now It’s just one strand 
of your social policy, with no specific 
faiths whatsoever. You could make 
your faction very religious indeed, 
maxing out the requisite strand, but 
that’s as far as it goes. The whole 
social advancement system is, as 

it always has been, very fluid and 
realistic, but these subtle changes 
have made it even better. 


Scientific research works 


in pretty much 


the same way 
as it always 


Each city produces culture points, depending on the buildings 
constructed therein. After a while, you get the chance to unlock a new 
Social Policy from 10 different strands. The first three are Tradition, 
Liberty and Honor, with Piety and Patronage coming in the Classical Era. 
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has done, as does building 
production. However, there have been 
a few changes here and there that are 
of interest. Money is now a much 
more important cog in the smooth 
running of your empire, both internally 
and externally. You can hurry the 
construction of any regular unit 

or building with cash now, rather than 
having to wait until late in the game 
to get Universal Suffrage. It’s certainly 
now easier to keep the money flowing 
in than before, but it’s also much 
harder to keep it from flowing right 
back out again. Even the building of 
roads needs to be taken into 
consideration, so gone are the days 
of every single tile being covered. 
Each hex with a road on it costs one 
gold to maintain, so expansionist 
factions really need 

to bear this in mind. Luckily, there 

are social advances that reduce 


ww 


the amount of money you'll pay in 
maintenance, but even so, it can 
be an issue if you're used to just 
building roads everywhere. 


Perhaps the biggest drain on your 
funds will be foreign policy, split 

into two specific ways to invest your 
cash. Firstly, you can invest in 
traditional bargaining with friendly 
factions, trading gold for technology or 
valuable resources. There's also a new 
addition to the diplomatic menu, the 
Research Pact. Two factions pay a 
fixed sum to enter the pact, and after 
a period of time you get to choose 

a ‘free’ technology to discover, 
alongside any you might currently be 
investigating for yourself. It’s very 
useful if there’s a particularly advanced 
technology in your list that will take 
you ages to discover and make you 
fall behind in other areas. Just get a 


Research 
Pact 
going, 
concentrate 
your regular 
research into 
smaller advances and bingo, the best 
of both worlds. As long as you have the 
cash to spare, of course. 


“Money Is now a much 
more important cog IN the 
running of your empire 


. Rh 


Secondly, there’s the addition of City 
States, small mini-factions comprising 
only one settlement and with no 
interest in growing beyond their 
borders. If you leave them alone, 
they'll just go about their own business 
— a lone worker tilling their fields, 

an occasional group of soldiers 
patrolling their borders. There are a 
number of reasons why you should 
take an interest in them, though. To 
start with, cultivating an alliance with 
a city state grants some quite useful 
bonuses, depending on what 
personality the state has. If it’s 
militaristic, it gives you the occasional 
military unit. If it’s maritime, it'll give 
you free access to useful resources, 
and so on. 


To make a city state friendly, >) 
the easiest thing to do Is give it 
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cash. 200 gold buys 30 influence 
points, 400 buys 60 and... well, you 
should be able to get the picture by 
now. 30 points means it’s friendly, 60 
means an alliance. You can also gain 
influence by performing certain tasks 
that a city state will occasionally ask 
you to carry out, such as connecting 
a road from your territory to theirs, 
or killing some pesky barbarians that 
are causing havoc nearby. The 
problem is that your influence 
deteriorates over a period of time, 
meaning that to maintain a good 
relationship, you will really have to put 


the time in — which is the same as 
any relationship. 


If you really want to, you could 
develop your social policies so that It 
reduces the amount of gold you need 
to pay or how quick the relationship 
deteriorates — or you could even just 
switch them off altogether in the 
options. Here, like in every other 
aspect of the game, the amount of 
options you have is wonderfully 
thorough. Of course, you could just 
attack them, although this will often 
lead to an increase in diplomatic 
tension with other factions, plus after 
a while, the remaining city states will 
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“City States are new 
mini-factions comprising 
only one settlement” 


Toggle Full Screen 


form a loose coalition against you - 
a league of nations, as it were. This 
can be a hugely fun and interesting 
scenario to play through, too. 


Another thing you'll soon notice Is 
how user-friendly Civ V is. This 

was never an issue in the (>) 
previous games, but it would 


You don’t want to make enemies of everyone. A strong ally could 
prove invaluable if you ever get attacked by an aggressive faction. 
The first step should be to agree an Open Borders deal, so you can 
move freely through each other's territory and promote trade. 
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appear that Firaxis have taken some 
cues from the console-based 
Revolution - or maybe even popular 
add-ons like the BUG mod — as the 
interface is now cleaner than ever 
before. It’s bigger, more colourful 
and even easier to see just what the 
big decisions you need to make are. 
When you need to select the next 
technology to research, a blue sign is 
displayed. When you need to choose 
what your capital is building next, up 
comes a yellow one, and so on. 


There's also a tutorial, which 

can be set to different levels, 
depending on what your experience Is 
with Civ. If you’re a complete newbie, 
you'll get the full explanation, but if 
you're just fresh to Civ V, you'll only get 
the new features explained. It does a 
much better job of introducing you to 
the game, in comparison to Civs past. 


There's still so much to take in and 
no mere tutorial could possibly give 
you an explanation of all the myriad 
concepts and ideas — at least not in 
any way you'll ever be able to 
remember properly — but at least 
you won't be stuck at the 

‘so how do | build a settler then?’ 
stage for very long. 


Even for a relatively exhaustive piece like 
this, there’s so much to write about that 
it’s impossible to completely cover all 
Civ V’s bases. Even with all the funky 
boxouts. It’s such a huge game, with so 
many facets. Even after an extensive 
hands-on, and being a veteran of the 
series right from the first game, you're 
always discovering something new, 
every single time you play it. The 
excitement and hype building behind the 
fifth version’s release is such that friends 
have been badgering me during my time 
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every time you play” |: 


“You'll discover 
something new 


with the game, begging 
for insight, pleading for 
me to allow them to 
get their hands on 
it for a brief 
period. Few 
games get 

such fervent 
support and 
even fewer 

deserve it. 


The final conclusion at 
the end of all this is that 
it’s unlikely anyone will be 
truly disappointed by Civ V. 

There might be some who wanted a 
minor inclusion, or even the old 
customisable palaces that were so 
beloved way back when, but in general, 
there can’t really be too much to 
complain about. It all sounds too good 
to be true, doesn’t it? If this were a new 
franchise, then yes, it definitely would 
be. Fact is though, we're talking about 
one of the best series of all time, one 
that’s had the time to make mistakes, 
learn from them and move 

on to new levels every time. There's 
certainly nothing to suggest Civ V 
won't be yet another triumph for the 
series that really has stood the 

test of time. @ >) 
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| wi ne eee Ee “with Civ V, our big 
* 4 | focus was totryand — 
encourage player choice 


We probe, grill and downright harass Lead Designer Jon Schefer into answering 
ourreally quite specific questions 


Why did you remove specific military units in the area. They'll be include more options for a player 
religions from the game? like: “We see your army, come out developing his empire. In Civ IV, you 


EA 
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With religion, it was mainly something —_ and fight.” That's kind of what the generally had to take a very specific path 
that came down to our philosophy for — main goal for us was, that the if you wanted to develop your empire; 
diplomacy. Our biggest priority was characters should act like you'd if you wanted to become as strong as 
to make it feel more like you were expect a human to act. We don’t possible. If you built too many cities 
‘f dealing with characters that had expect to fool people into thinking you'd get crushed by maintenance, but 
he rational motives, so one good they're playing multiplayer, but we if you built too few, you'd be outpaced. 
example of that is they pay attention also didn’t want it to be like a system _—_ There’s this thin channel that you kind 
A to how you expand. You build a city you're manipulating rather than an of have to travel. You want to have two 


on the other side of them to claim actual diplomatic experience. cities at 2,000 BC, 
some iron and they'll call you out. three at 800 BC 


oy Another example is say you have Happiness is now an empire- and five at 

wide concept, not just related 1 AD. , 
Bes specifically to cities. Why did . 
you change the system? >) 
: Our goal with that was to try to 
Click here 
tolisten to —— 
the interview 
in full! 
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> Interview continued 


If you deviated too far from that, it People might question the 
kind of unravelled. With Civ V, our big removal of foreign trade 
focus on the design side was to try = routes. What do you say 
to promote and encourage player about that? 

choice more than anything, and the _| felt trade routes were kind of like a 


idea you could play with a really black box in a way with Civ IV. You 
small empire of high population ina would sign open borders, but it was 
few cities, or a really widespread never very clear how the trade 


empire that had a lot of cities that 
weren't as big. 


routes were established, what was 
connecting to what and why. city with a road or a harbour, a game, or if the timer ran out and you 
You'd go to your city screen connection is formed and the had the most points, you'd win that 
and on the left you would see § amountof cash generated is based way. It was something we weren't 
three cities +8 gold, Moscow __ on the population of both cities. able to get to work during 
+/ gold, Thebes +5 gold, you development, but it’s actually kind 
know, Tokyo, whatever. One of With connecting to foreign powers, it of where the natural wonders came 
the things | wanted to do was___ was not as clear how to make that from. We had a victory race 
kind of remove that black box happen, because it would have tobe dedicated to exploring the world, 
sense, So one of the things this kind of idea like: “You're because that’s always been an 
that lead to was the roads connected to them... somehow,” and _ interesting thing in Civ, and we also 


now, where you connect there’s this math going on that you wanted to give people more 
cities to your capital, that’ll | can’t really figure out or control.So — motivation to continue exploring 
form a trade route and make __ with the trade routes, we like the later in the game, so you could gain 


money. It’s a very discreet idea you're connecting your cities up — victory points for finding all the 
thing - if youconnect your —_ and you're making money that way. _ natural wonders. Ultimately, that 
You're in control of the process. system as a whole didn’t work out. @ 


Is there anything you tried to put 
in but it just didn’t work out? 
Something we tried doing was 
playing around with the victory stuff, 
so instead of having specific victory 
conditions, we had a victory points 
system where you could do various 
things in the game that would give 
you points. If you got a certain 
number of points, you would win the 
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eople love mods in theory. It’s 
great to get new material for 
your old games, completely free 
and developed by the most loving of the 
dedicated programming pool out there. 
But in practice, very few games get a 
good dose of the mod love. Civilization 
lV was one game that got more than 
— its fair share, a massive community 
f ey Fe dedicated to one thing: taking the 
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vanilla experience and then trying to 
make it even better. Lord of the Rings, 
faeries, space colonisation... you 
name it, it’s been put into the Civ IV 
engine. Even Harry bleedin’ Potter's 
universe got the treatment. 


So what next for the mod community? 
Will they get frozen out by Civ V? Not if 
Firaxis have anything to do with it. 
According 
[ieee to Jon 
: : Shafer, 
big 
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game designer boss-type person, it'll 


be as simple to mod for as ever before. 


There's going to be a standalone Map 
Editor that’s ‘really powerful’, which 
has dedicated attention from a small 
section of the development team for 
over a year now. 


Efforts have also been made to 
streamline the way those delicious 
mods get onto your system, with the 
creation of an in-game mod browser, 
with which you can download mods 
from a central upload service. And for 
those of you furrowing your brows 
over the possibility that the built-in 
Steamworks stuff (Civ V will be a fully 
fledged Steam-integrated product) will 
get in the way of modding attempts, 
Shafer doesn't believe this will 
happen. The mod service Firaxis 
are including will be separate 


==s\_ from Steam, so it won't be 


poking its nose in where it 
isn't wanted. So what limits 

will you, as perhaps a 

budding modder, have? 
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“Civ Vis as simple 
to mod for as 
ever before’ 


“The game can pretty much do 
anything Civ IV could,” says Shafer. 
Well, that’s good news. You also 
don't have to use the in-game 
download service if you don’t want 
to - it'll still be simple to just take 
the mods and manually install them. 
Shafer says that power is important. 
Take that away from the community 
and you effectively kill it, so Firaxis 
have been trying their hardest to 
make sure you can do pretty much 
whatever you want, with no real 
restrictions. So if you want to make, 
for example, a My Little Pony mod, 
then you'll be able to. @ 
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Your views on 
Civilization V! 


reading the words 


metimes it’s nice to 
hare osephines think. 
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“One of the issues that there 
‘is i for 
is the new method of strategic 
resources, so rather than one 
horse you to build 
as many €avalry as you like, a 
single horse tile might provide 
four horse resources, allowing 

you to build four cavalry: To 

build more, you need to:find 
another tile with a horse.on tt.” 
Ahriman - 


“Giant Death Robots. | want 
hundreds of them. Thousands 
so | can swarm my, enemy 

with them.” 
Lord Olleus 


~ not fallen short on my*~ 
—) expectations to make its 

latest iteration more beautiful. 

: than ever. 
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“The thing | am most eager to try 
out is how the combat works, with 
the hexes, one unit per tile and 
ranged combat. | think whether 
Civ Vis good or bad for me will 
depend a great deal on the Al. If it 
can handle its units vaguely - 
sensibly in combat = infantry atthe © 
front, archers/artillery firing from 
behind and fast units trying to flank 

you - then | will be very:happy.” 


“I'mvinterested to know what will be 
replacing the wonder movies. Sinée™ 
itis so difficult and challenging to 
build them,»they deserve-a special 
movie to show you how great your 
accomplishment is.” 
Cropper 


“hlove that they haVe included a 
BatileMech in the game, but | think 
it would've been cool if they had 
included a larger future era, 
allowing me to,build orbital 
bombersy-fighiter jets that could 


LegionSteve 


automatieally.be someone's 


cg 


best friend or worst enemy $ transform into’submarines, armies 
~ simply because youhavea.. , of clones, and. genetically mutated 
different religion.” sheep dog kamikaze bombers! 
Suhol004 Maybe one for aa update, that!” 
Schuesseled FE 
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Become Ruler of the World by establishing felete| leading a civili on from the Jump right in and play at your own pace with an intuitive Givilization V operates on many different systems, from | 
re interface that eases new players into the game. Civ high end DX11 desktops to many laptops. Enjoy unlimited 
dawn of man into the space age: Wage war, conduct diplomacy, ciscover Mew veterans will appreciate the depth, detail and control that installations on multiple PCs with your Steam account and 
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